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How the System Works 

THE 2D GAME 


WWW.SLANTS3XGAMES.CQM 


@SLANTSIXGAMES 







The 2D Game 


I Phase 1 


Phase 


Collect 
under pa nts 
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The 2D Game 


Holodeck 
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How the System Works 

SHOT PLANNING & CREATION 
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I Data Parsing Issues 


Overall the parsing system worked, but not to the full extent we 
intended. 

■ Map emotional graph to: 

■ Lighting styles 

■ Camera angles 

■ Action selection. 

Read the overall game progress and take into context. 
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The Classic Story Formula 
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■tfiml va is »iip' l ii]f7> 

cBaTtbScript imlm «d= http://Wiiirw.iA3 jorg/DOOi/XMLJciie ma cmlrc t Kpi'/mi'h'.'n? jorg.-OOCl/XWISche rra-irnta m" ScriptVe n bnNumbe r='7"> 
<FfcctCfc:criptnre> 

ePbetDescripton Pb'|fa rlfFtaye r A" £ pc is s:Ui 
■ Tore n Descriptors) 

<Toke nDescriptbn life! nlD='Tbka n_le47377M3 17-4B i-tfiao-24clitH152 i ?' Hulb'S trite r Hull'.to ratbrp"i" Inrta IFopubtoiP’^BS'* 
4Atiaehrnents> 

4Attachme ntDescriptbn lb me=”l% ht Fb kCa nmrT Cnegor^ 'Bi llfctic Mode IFb me= Strike r_ba llaticjighr' ft 
4 /Attachme nts> 
d/lbkenDeseriptony 

4lbks n Description Tbke nlD='Tbka n_3t32cH6-2Dfi *442c-Ea&32Sc4a7P77ctf' Hulf'Destncry r“ Hull^b rntbrF’l" Into IPopubtoiF BDFV 
4Attachments> 

■rAttachme ntDescriptbn Fb rne='TFines he r Fb k Ca nnotE" Category Bs llstb" F-tode IFIa me- Destroy r_» llEto_l(| nt‘ /> 

■iAttachm: nt Description rb rre=^Dloa kir^ Device Category Choking Mode Hb ree= £ pecia I ' ft 
■r/Attnrhrrr rrts> 
t/Tbka n Descriptors 

ilbke n Descript ion Tbke nlD= ,r lbke n_U0Qe33 X>«E7c4C4frafrB-:8cB34S4Ce 1" HulfTCruse r Hull'* ratbrF"n" Inrta IFbpubtbrp"liQr'> 
eAttachment) 

dAttachme rrtDescription Fb me="Fb rd-L^ Frt tea ns" Category Bea m" Mode irb me= ^Cruse r_tiea m_l£ hr fy 
4Attachme rrtDescription Ftarrie= Damage Amplhfcr“CHtegDry M Da mage Boost' Mcde Itb tw= 5 peca F’ ft 
■rAttachme rrtDescription Fb n*=' 'De* re i f '■'■‘n rp Category '■'■•'a rping Mode lib me="£ pecia F' f> 

■c/AttBchne rrts> 
t/lbkc nDescription • 

4lbkt nDescription Tbke nlfc'Tbke n_41e K:ad-a72d-4oOS-a7c3-trade 3a 7 330G4" Hult= - fcttbs hip HuU'.ta rbtbrF"l“ Inrta IPopubtion= "3"> 
■rAttHthrre nti) 

■rAttachme ntDescriptbn Fb me='SGcrrons Bea nf' Category’ Bea nf Mode lib ms = Turret_bea m_hea , wy ft 
■rAttachme ntDescriptbn Fb me=iGs lbs Ob nnoiE" Category "lb iistic ' Mode IFb me=Turnet_ba llsto-heaiy 1 " ft 
■rAttachme ntDescriptbn Fb me- CiM king Device Category Cbs k srg Muir lib iTb=T5 peca r ft 
eAttschme ntDescriptbn rb me=“Do mage AmpliFe r Category Ca ™ge Boost Mode lib nes'S peers I ft 
4Attachme ntDescriptbn rb me="kb rd-Lf Frt E hie H" Category E hie H" Mode IFb me="S pecs IP f> 

4 / Attach ne nb> 
d/lbkanDescriptors 
■c/Tbka n Descriptors) 

4 /FbetDescriptono 

cFbetDescripton PaverlD= Phyer B‘£pecies= 2"> 

41bkEnDescriptorc> 

■ Toke nDescription Tbkr niD= Tbke n_3 SEctI* is-a iia-47D4-tfia i-d44id 1^3 e 9E" Hult 'Eattles hip 1 htullVa ratbrp"l" Inrta IPopuetorp D"> 
eAttachme rrts> 

4Attachme ntDescriptbn lb me= 1 ^ pike Mss ibs" Catigcr^"F-lES ib" Mode IFb me='Turret_r:'i5s ib_lig hf /> 
eAttachme ntDescriptbn Tb n>s= "£ pika Mbs ibs" Category F-Iss ib" Ltale IFb me= Turret_mES ib_i^ IrT ft 
cAttachme ntDescriptbn lb me="E ne rgy £ hie id" 'Integor^’ £ hie Id" Mode IFb ws'S peer r ft 
dAttachme ntDescriptbn Ib me="kb rde ned £ hie Id" Category's hie Id" Mole lib me='S peers r /> 
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Climax 


Action 1 
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How the System Works 

CINEMATIC GAME ENGINE 
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DirectX 11 


Tool Suite 
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unem atic G ame Engine 

The Cloud 

Cloud Operation 
Cloud Configuration 
Cloud File Serving 
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Lmem atic G ame Engine 

Art Content 

Ships 

■ VFX 

■ Environments 

■ Post Effects 
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■| aticG a me Engine 

Rendering & Encoding 

Audio Mixing 
Pre/Post Roll 
Encoding & Delivery 


Microsoft 

DirectXn 
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HOW THE SYSTEM MANAGED 
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Build Vat erf <a it Page 


Check In & Build 
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Email / Physical Notification 

Traditional Blame Thrower 
Physical Indication 
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Automated Scripts \ Smoke Tests 


Battle Script Creation 

TTY, Debug Capture & Packaging 
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I ■ A T o Is — Ai-i d it fo n e r P a ge 

PHP / Python Backend 

Data Acquisition 
Build Iteration & Display 
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- - false} 
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Video Cataloging / Player 


Build Playlist 
Review & 
Presentation 
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Logs and Failure Display 
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Statistics Scripts 


Animation Usage Stats 
■ Sound FX Stats 


■ VFX Stats 
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HOW THE GAME IS ANIMATED 
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How the Game is Animated 

MAYA TOOLS 
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ANIMATIONS 
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2 > Animation Issues 

Animations needed to frame up 'Ship V at all times 
■ Hindered camera selection 

Better Al in camera system would have helped to determine 
population needed in fleet size and in frame. 
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How the Game is Animated 

EDITING WITH PLAYHOUSE 
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itfng'-Mfth Playhouse 

Removing Data Stomping 



dm PLAYHOUSE xml 
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Creating a Procedural Edi 
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2 > Casting System Issues 

System was only designed initially to handle 1 fleet vs. another at 
anytime. 

Issues started to arise when there were multiple fleets attacking 
one another in the game 

Continuity was an ongoing issue with background ships in 
placement and in action. 
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